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On the Top 10 Prestige Classes 


What are the best prestige classes? Which ones are most P 
useful for adaptation? “ 


Using a prestige class in an older style game is easy. Have an 
entrance requirement. This triggers the drawbacks and 
restrictions. Then the character may split experience points 
between his two classes as he wishes. 


10) Thief: If you're going to take the thief as a class, perhaps it 
works best as a prestige class. This may in fact have been the 
original intent. If you're going to have it, allow players to dump 
experience into the class to acquire the skills, at the expense 
of their primary class. 


9) Assassin: This is a fantastic prestige class. It has an entry 
requirement of killing someone for money. It gives basic 
thieving skills after a level or two along with the ability to use 
disguises and poisons. It lacks the ability to disarm magical 
traps and locks. Also allows the character to raise money by 
committing murder for hire in their free time. Class abilities can 
be lost if anyone discovers your true nature. 


8) Paladin: Real holy power in exchange for a little tiny moral leeway. This prestige class is a bit more 
stringent then the others, replacing fighter classes only and preventing improvement in the original class. It 
also comes with a number of moral imperatives depending on the god along with an annoying vow of poverty, 
but the holy powers of laying on hands, detection of evil, protection from evil, being able to use holy swords 
and mounts provide power to make up for the restrictions. 


7) Mystic Theruge: A spell caster who's interested in magic from all sources, not just wizard or cleric spells. 


Possibly available from rare temples or places in the wilderness. Each level taken in this grants new spells 
from a variety of magical traditions, such as druidic, wizardly, clerical or even stranger magical traditions. 
Working with such arcane energies is very physically taxing and often will cause strange deformations in 
those who break such natural boundaries that way 


6) Necromancer: Because all the spells for death shouldn't be assigned to different classes. Of course your 
close association with the dead brings attention you would rather not have. Also odd smells. Also bargains 
with the dead tend to imperil your soul. On the plus side, undead servants don't complain when you use 
them to set off traps. 


5) Pirate: Specific skill sets and tropes work well as 
prestige classes because they represent an investment, 
create history, and add skills, and still allow the character to 
advance normally. Time spent among a pirate ship can give 
a basic proficiency at all ship related tasks, bonuses on 
ship to ship combat, skill at fighting on rigging and moving 
across vertical surfaces quickly, mastery of mounted 
shipboard weaponry (such as cannon), and an increase 
armor class and breath weapon/wand saves in light or no 
armor based on their level. Surprisingly useful when your 
ship suddenly takes off into space. 


4) Magical or Martial Speciality: This prestige class takes 
a specific magical or martial style, like gladiator, 
elementalist, pyromancer, or Cavalier and provides 
additional abilities. Sometimes players want to have a 
specific focus, and using prestige classes in this way allow 
the DM and the player to work out how that happens 
mechanically. This is useful for when the natural 
customization options of flavor and class don't provide 
abilities the character seeks. Some sacrifices, limitations, experience point expenditure and in game effort 
later and they can give up normal advancement for some of these abilities. 


3) Beastmaster/Rider: Fiction abounds with the bond between characters and their pets and mounts. Adding 
a little mechanical benefit. Spider-rider, Dragon-friend, Worm-rider. 


2) Cultist: Because if the party is going to be fighting them, shouldn't they have some unique abilities? And 
then you're more prepared for when the party eventually wants to join them. 


1) Ninja: But not at my table. 
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2 comments: 


Lord Gwydion May 3, 2013 at 7:15 AM 


So this is why you were looking for that Thief post of Frank's. ;) 


By the way, in my opinion 3E got ninja right - they're just Thieves slightly re-skinned. And if you're making 
Thief a PrC any class can adopt, then a Fighter/Thief or Magic-User/Thief would make a fairly nifty ninja. 


Any thoughts about 2E Complete * style kits instead of PrCs? They tend to have similar mechanical 
bonuses and either mechanical or social/cultural in-game penalties and restrictions, but allow for the 
concept out of the gate. 


Reply 


” Replies 


Andy Bartlett May 3, 2013 at 7:42 AM 
"Any thoughts about 2E Complete * style kits instead of PrCs? They [...] allow for the concept out 
ofthe gate." 


| like the 2e kits, not so much for their mechanical effects but that they encourage interpreting the 
classes in a whole variety of ways. At the moment we're playing a simpler D&D(ish) that has as 
one of its virtues rapid character generation - we've played BECM/LL, LotFP, and DCC RPG 
recently - but my if | were to go down a more *A*D&D avenue in the future, I'd dig out the 
Complete * books. 


BTW, I'm not sure you need 'Cultist' as a class, prestige or not. Under the influence of DCC RPG 
I've come to the conclusion that, with rare exceptions, Non-PC humans and demi-humans 
should not be 'classed' (or developed as if they were PCs), but should be given Hit Dice as fitting 
and special abilities (as denoted by an * or two next to their HD). This prevents the inevitable 


questions that run along the lines; how did all these NPCs get the experience necessary to 
become a 3rd/5th/9th level fighter? 
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